INSTRUCTIONS TO PLAY 30 GREAT GAMES 


THE FOLLOWING 18 GAMES ARE PLAYED ON THE CHECKERED BOARD 


GAME NO. 1 — CHESS 
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Each player has 16 pieces as follows: 


TO START: Chess is played by two players on a checkered 
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2 Rooks 
2 Bishops 


2 Knights 


At the start of the game the pieces are set up as shown in 


The white player moves first and then the players 


move alternately. 


Fig. 1. 


8 Pawns 


MOVEMENT OF THE PIECES: 
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See Fig. 2 


The King moves one space in any direction, 
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Fig. 2 
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The Rook moves any distance forward, backward, or 


to the side but may not pass over a piece belonging to either 


player. 


See Fig. 3. 
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The Bishop moves any distance diagonally but may not 


pass over a piece belonging to either player. 


See Fig. 4. 


Pigs 


The Knight moves one space forward, backward, or to the 
side — and then one space diagonally, continuing away from the 
starting position. See Fig. 6. A knight can pass over a man b 
belonging to either player. 


The Pawn moves one space straight forward (except when 
capturing — see below). On its first move it may be moved two 
spaces straight forward if desired. 


PROMOTION: If a pawn is moved across the board and reaches 
a space at the opposite end, it is promoted. It is replaced by a 
queen, rook, bishop, or knight, at the option of the owner. 


Since the queen is the most powerful piece, it is usually chosen, 
A player may have two or more queens on the board. (If a player has had a rook captured, it is 
turned upside down to represent a queen.) 


CAPTURING: AII pieces, except pawns, capture in the same way as they move. If a space 
that a piece can reach is occupied by an enemy piece, that piece can be captured, It is 
removed from the board and replaced by the capturing piece. Capturing is optional and there 
is never a compulsion to capture when able. 


A pawn captures by moving one space diagonally forward. (It can never capture a 
piece directly in front of it and is blocked by such a piece.) 


EN PASSANT CAPTURE: Although a pawn may move two spaces 
straight forward on its first move, it may not use this to escape 
being captured by an enemy pawn. Ifa player moves his pawn 
two spaces and an enemy pawn is in a position to capture it on 
the first space, the other player may capture as if the pawn moved 
just one space. This is known as an ‘‘en passant’’ capture. 


See Fig. 7. 


The en passant capture must be made immediately or the 
opportunity is lost. 


_ 


Ps 


CASTLING: Once during a game a player may ‘‘castle’’ by moving his king and one of his 
rooks ag part of the same move. In order to castle, both the king and the rook must be in 
their original spaces — neither having moved — and the spaces between them must all be 
vacant. Also the king must not be in check (see below) and the space the king moves through 
and the space it enters must not be under attack by an enemy piece. 


To castle, the king moves two spaces towards the rook. The rook then moves past the 
king and stops on the other side (between the final and original positions of the king). 


OBJECT: The object is to ‘“‘checkmate’’ the enemy king. When a player, after moving, is in 
position to capture the enemy king he announces ‘‘Check’’. The opponent must now protect 
his king by either moving the king, capturing the threatening piece, or moving a piece between 
the threatening piece and the king. If he is not able to protect his king, it is checkmated and 
the game is over. 


DRAWN GAMES: Ifa player’s king is not in check but the only legal move available to the 
player would move his king into check, the game is a ‘‘stalemate’’ and neither player wins. 


The game is also a draw if the same position recurs constantly and neither player will 
alter his moves, or if neither player has sufficient remaining strength to bring about a 
checkmate, 
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GAME NO. 2 —- DOUBLEMOVE CHESS 


In this variation all of the rules of Chess apply, with the following modifications: 


White starts by making one move. After this, each player makes two consecutive moves 
in each turn — either two moves with the same piece or single moves with two different pieces. 


En passant captures are made as follows: If a two-space move is made by a pawn, it 
may be captured en passant, but only on the opponent’s first move. If two pawns are moved 
two spaces each, the opponent may capture both of them. If a single pawn is moved twice in 
the same move, it can not be captured en passant. 


Every doublemove must change the postion. A player may not move a piece and then 
move it back to the original space, unless a capture was made on the first move. 


There is no check or checkmate, a player winning by capturing the enemy king. 


GAME NO. 3 — BEROLINA CHESS 


This variation is exactly the same as Chess except for the move and capture of the pawn, 
which is reversed. A move is one space diagonally forward, in either direction. A capture is 
made one space straight forward, 


A pawn on its first move can move two spaces diagonally forward. If an enemy pawn is 
in position to make a capture in the first space, the opponent may make the capture en passant. 


GAME NO. 4 — BUGHOUSE CHESS 


This variation is exactly the same as Chess except that when a player makes a capture he 
immediately returns the piece to any vacant space on the board he wishes, with the following 
exceptions: A bishop must be placed on a space of the same color as the one from which it 
was captured. A pawn may not be placed on the row nearest to the player owning the pawn. 


The replaced pieces belong to their original owner (and should be placed by the capturer 
so that they get in each other’s way and are less able to protect their king). 


GAME NO. 5 — THE MAHARAJAH AND THE SEPOYS 


The white player uses a full set of pieces, which are set up in the usual position. The black 
player uses only a king (known as a Maharajah) which he places in any vacant space he wishes 
at the start of the game. The black king can move as either a queen or a knight. 


The game is won by the checkmate of either king and can bea draw if either king is 
stalemated, 


GAME NO. 6 — DIAMOND CHESS 


In this variation the pieces are set up as shown in Fig. 8. pb 


All of the pieces move and capture th= same as in Chess, 
except for the pawn. A pawn moves one space directly towards the 
enemy camp (staying on a space of the same color). A pawn 
captures by moving one space diagonally forward in either direction 
(moving to a space of different color), A pawn is not permitted to 
move two spaces on its first move. A pawn is promoted when it 
reaches a space on either of the opposite sides of the board. 
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All of the other rules of Chess apply. Fig. 8 
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GAME NO. 7 — CHECKERS 


TO START: Checkers is played by two players on a checkered 

board with 64 spaces, but only the 32 black spaces are used. Each 
player has 12 men which are set up as shown in Fig. 9. The 

black player moves first and the players then alternate, > 
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empty space. See Fig. /0, showing two possible moves by the 
white man, 


A man jumps an enemy man that is next to it in a forward diagonal direction and if the 
next space in that direction is empty. If the capturing man is now in position to capture another 
enemy man — forward in either diagonal direction — it must do so, and so on as long as captures 
are available, See Fig. 10, showing a ‘‘double’’ jump by the black man. Captured men are 
removed from the board. 


CROWNING: When a man — either by moving or by jumping — reaches a space at the opposite 
end of the board (king row) it is crowned and becomes a king. This is indicated by placing a 
second ‘‘checker’’ of the same color on top of the man. A king moves and jumps the same as 
a man, except that it can go in any of the four diagonal directions — backwards as well as 
forwards. A king can be jumped the same as a man, 


If a man becomes a king by jumping into the king row, if cannot continue jumping even 
if an enemy piece is otherwise in position to be jumped. 


FORCED JUMP: If a player, on his turn, has a piece (man or king) that can make a jump, he must 
jump. If more than one piece is in position to jump, he can choose the one he wishes, but must 
continue jumping as long as jumps are available to that piece. 


OBJECT: The object is to either jump all of the opponent’s pieces, or to block his remaining 
pieces so that on his turn he is not able to move or jump. 


lf neither player has sufficient remaining strength to bring about the above, the game is 
a draw. 


GAME NO. 8 ~ GIVEAWAY 


In this variation all of the rules of Checkers apply, except that the first player to lose all of his 
pieces wins. 
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GAME NO. 9 — KINGS 


In this variation each player’s 12 pieces are kings at the start c' ‘he game. All the rules of 
Checkers apply, except of course that there is no ‘‘Crowning.”’ 
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GAME NO. 10 — SPANISH CHECKERS 
In this variation all of the rules of Checkers apply, with the following modifications: 


A king may pass over one or more vacant spaces in the diagonal line before jumping an 
enemy piece, and may continue over one or more vacant spaces on the other side after jumping 
— landing on a vacant space. 


When a player has a choice of captures, he must capture the maximum of enemy pieces 
possible. If a king can land in a position to make another jump, it must do so. 


GAME NO. 11 — DAMMSPIEL 


In this variation all of the rules of Checkers apply, with the following modifications: 


Each player has 16 men which are set up as shown in b> 
Fig. 11. All 64 spaces of the board are used. 


A man moves one space diagonally forward. But it can 
jump in five directions — straight forward, diagonally forward, or 
to either side. (Note that a piece always stays on spaces of the 
same color as that on which it starts.) 


A king moves one space in any of the four diagonal 
directions. It can jump in-any of the eight directions. 


GAME NO. 12 — TURKISH CHECKERS 


In this variation all of the rules of Checkers apply, with the following modifications: 
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Fig. 12, All 64 spaces of the board are used. 


A man moves one space forward or one space to either 
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these same three directions — over an adjacent enemy. piece 
and into an empty space next to it on the other side. 


A king moves forward, backward, or to either side and can move more than one space as 
long as the spaces are vacant. A king jumps in the same four directions. It may pass over one 
or more vacant spaces before jumping an enemy piece and may continue over one or more vacant 
spaces on the other side after jumping. 


When a player has a choice of captures, he must capture the maximum number of enemy 
pieces possible. 


GAME NO. 13 —- DIAGONAL CHECKERS 
In this variation all of the rules of Checkers apply, with the following modifications: 


Each player has 12 men which are set up as shown in Fig. 73. 
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A man moves one space directly towards the enemy or one 
space to either side — always staying on a black space. A man 
is crowned when it reaches one of the two spaces indicated by 
arrows. A king moves one space in any of the four directions — 
staying on a black space. 
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GAME NO. 14 — FOX AND GEESE 


TO START: Fox and Geese is played by two players on a checkerboard. Only the 32 black 
spaces are used. One player has 4 black pieces (geese) which are set up in the black spaces 
in the row closest to him. The other player has one white piece (fox) which is started in any 
one of the remaining black spaces he wishes. The black player moves first and the players 
then alternate. 


THE PLAY: The black player moves one of his geese one space diagonally forward (like a man 


in Checkers), The white player moves the fox one space in any diagonal direction (like a king 
in Checkers). 


There is no jumping. The fox wins by breaking through the line of geese. The geese 
win by blocking the fox so that, on its turn, it cannot move. 


GAME NO. 15 — WOLF & GOATS 


TO START: Wolf & Goats is played by two players on a checkerboard. Only the 32 black spaces 
are used. One player has 12 black pieces (goats) which are set up in the black spaces in the three 
rows closest to him (as in Checkers). The other player has one white piece (wolf) which is started 


in any one of the four spaces he wishes in the row closest to him. The black player moves first 
and the players then alternate. 


THE PLAY: The black player moves one of his goats one space diagonally forward (like a man in 
Checkers). The white player moves the wolf one space in any diagonal direction or jumps in any 
diagonal direction (like a king in Checkers). 


The wolf wins by breaking through the lines of goats. The goats win by blocking the wolf 
so that, on its turn, it cannot move. 


GAME NO. 16 —- PYRAMID 


TO START: Pyramid is played by two players on a checker- 

board. Only the 32 black spaces are used. Each player has 
10 pieces which are set up as shown in Fig. 14. The black 

player moves first and the players then alternate. 
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THE PLAY: The pieces move and jump the same as in 


y" 
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Checkers. However, when an enemy piece is jumped it is ia “Y 
not captured and removed, A player is forced to jump if able. Y PO gnged 
A piece reaching the opposite end of the board is not crowned i 


and remains in this position until the end of the game. 
The first to maneuver his pieces into the spaces occupied by the opponent at the start of 


the game is the winner. If, during the game, a player’s pieces become positioned so that it is 
impossible for him to reach the required winning position, he loses at once. 
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GAME NO. 17 —- GO BANG 


TO START: Go Bang is played by two players on a checker- 
board. But, instead of playing in the spaces, the pieces are 

placed on the intersections of the lines. See Fig. 15. 

Each player has 16 pieces but none of these are on the board 
at the start of the game. The black player plays first and the 
players then alternate. 


/ Vs 
THE PLAY: Each player in turn places one of his pieces Oy 

on any vacant intersection he wishes. A player wins by YY 
getting 5 of his pieces in a straight line, with no empty Wy a i 


intersections between them. The winning line can be 


horizontal, vertical, or diagonal. See Fig. 15.for a winning 
diagonal line. 


If all the pieces are placed before a player wins, each player in his turn moves any one 


of his pieces to a new intersection. 


GAME NO. 18 — DARRAH 


TO START: Darrah is played by two players on a checkerboard, but the spaces along all the edges 
are not used — leaving 36 spaces as the playing area. Each player has 14 pieces but none of these 
are on the board at the start of the game. The black player plays first and the players then 
alternate. 


THE PLAY: Each player in turn places one of his pieces in any vacant space in the playing area, 
until all of the pieces have been placed. No pieces are captured during this phase of the game. 


After all of the pieces have been placed, each player in 
turn moves one of his pieces to an empty space that is next to 
it horizontally or vertically, but not diagonally. When a player 
moves so that a continuous line of three of his pieces is formed — 
horizontally or vertically, but not diagonally — he removes any 
one enemy piece that he wishes. 


In Fig. 16 if the black player moves as shown, he forms b 
a line of three and removes a white piece. If the white player 
moves as shown, he forms a line of four and does not remove a 
a black piece, 


The game is won by the player who reduces his 
opponent to 2 pieces. 


THE FOLLOWING 6 GAMES ARE PLAYED ON THE BACKGAMMON BOARD 
GAME NO. 19 - BACKGAMMON 


TO START: Backgammon is played by two players on a board as shown in Fig. 17. The names of 
the ‘‘tables’’ (quarters of the board with six ‘‘points’’ each) and the numbers on the points do not 
appear on the actual board, but they are important in understanding the game. Each player has 15 
men which are set up as shown in Fig. 17. 
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BLACK BLACK 
OUTER HOME or 
TABLE INNER 
Two dice are used and at the start each ex lars 
player throws one die. The player with the higher 
number (in case of tie, both throw again) plays first, 
using the two numbers thrown, After the opening play, 
the other player throws the two dice, and they continue 
to alternate turns thereafter. 
THE MOVES: The players move in opposite 
directions — starting from the opponent’s inner table, wyire ehacy 
through the opponent’s outer table, across to the OUTER INNER 
’ : ; »_ TABLE TABLE 
player’s own outer table, and finally into the player’s 
own inner table. (Note that movement is made from 12 1110 9 8 7 6 5-4 sso 2241 


one 12-point to the other 12-point, but never between ee a7 
4 Figs 
the l-points.) 

The two dice are moved separately. When one man has been moved the number of points on 
one die,. the number on the other die can be used to move the same man again or to move a different 
man. When a double is thrown, the number is played four times (instead of two) and as many as four 
different men can be moved. A player must use all of his moves if possible. If only one number can 
be used, the player must attempt to use the higher first. 


A man cannot end a move on a point occupied by two or more of the opponent’s men (even if 
the player intends to move that man again with the other die). A point occupied by two or more enemy 
men can be passed in moving one die. 


HITTING BLOTS: A single man ona point is called a ‘‘blot.’’ When an enemy man ends a move on 
that point, the blot is ‘‘hit.’’ The man doing the hitting is permitted to move again if another die 
remains to be moved. 


The man that ishit is placed on the space between the opponent’s inner and outer tables — 
called the ‘‘bar.’’ A player with a man on the bar must enter it before he can make any other move. 
He enters the man in the opponent’s inner table on a point corresponding to one of the numbers 
thrown. After the man is entered, the other die can be moved by any man. Ifa double is used for 
entering, it allows only two plays — not four. 


A player cannot enter a man ona point with two or more enemy men. If both dice correspond 
to such points, the player loses his turn, A player can enter a man on a point on which the opponent 
has a blot. This blot is hit and is placed on the opposite bar. 


BEARING OFF: Once a player has advanced all 15 of his men into his own inner table, he can 
begin to ‘‘bear off,’’ For each die he can remove a man on a point of that number or one on a point 
with a lower number. If a double is used for bearing off, it allows only two plays — not four. 


While bearing off, one or both of the dice can be used for moving instead of for bearing off. 
For example, a player has one man remaining — on his 6-point. He throws a 5-3. He uses the 5 for 
moving the man to the I-point. He then uses the 3 to bear off the man. 


lf, after a player starts bearing off, the opponent hits a blot, the man hit must be entered in 
the opponent’s inner table and moved around the board before the player can continue bearing off. 


SCORING: The first to bear off all of his men is the winner, If the opponent has not borne off a 
single man, he is ‘‘gammoned”’ and loses a double game. If the opponent has not borne off a single 
man and also has a man sfill on the bar or in the winner’s inner table, he is ‘‘backgammoned’’ and 
loses a triple game. 


GAME NO. 20 — DUTCH BACKGAMMON 


This variation is played the same as Backgammon except that all the men start on the bar. A player 
must enter al! 15 of his men before he can move any of them. A player is not permitted to hit an 
opponent's blot until the player has moved at least one of his own men around the board to his own 
inner table. 


GAME NO. 21 - ACEY DEUCEY 


in this variation all of the rules of Backgammon apply, with the following modifications: 


At the start of the game all of the men are on the bar. They are entered in the opponent’s 
inner table in the usual manner. Once a player has entered a man, he can use a dice throw to enter 
a new man or to move a man already entered. 


When a blot is hit, the man joins the player’s unentered men on the bar and can be reentered 
at any time. (Some players use the rule that when a blot is hit it is kept separate from the other 
unentered men, and must be reentered before the player can move.) 


When a player throws a 1-2 (acey-deucey), he uses this in the usual manner. He then chooses 
any double he wishes and moves this four times. For example, if he chooses double three, he makes 
four moves of three spaces each. He then throws the dice again. If a player cannot use any part of his 
acey-deucey throw he loses the remainder, including the right to throw again. 


GAME NO. 22 ~ CHASE 


In this variation all of the rules of Backgammon apply, with the following modifications: 


Each player uses 12 men. The white player starts with 2 men on each point of his inner table. 
The black player starts with 2 men on each point of his outer table. Both players move in aclock- 
wise direction and men are moved between 1 — points as well as between 12 ~ points — making the 
board into a continuous track, 


When a player throws a double he makes four moves in the usual manner and then throws 
again. He continues rethrowing as long as he throws doubles, even if he is ‘not able to move part 
of a throw. 


When a player lands on an opponent’s blot, that man is captured and is out of the game. 
A player wins by capturing all of the opponent’s men. 


GAME NO. 23 — TOURNE-CASE 


TO START: Tourne-Case is played by two players on a Backgammon board. Each player has 3 
pieces which are started off the board next to the 1— points (see Fig. 17), the black pieces on the 
black side of the board and the white pieces on the white side of the board. 


Each player throws the two dice and the higher total plays first. The players then alternate. 


THE PLAY: The two dice are thrown and the player moves one piece (starting at the 1 — point 
and moving towards the 12 — point) the total of the dice, or moves two pieces one die each. If 

a double is thrown, the number is moved only once. For example, a throw of 4-4 allows only one 
piece to move four points. 


A player cannot move one of his pieces to pass another of his pieces. Two pieces cannot 


occupy the same point, except for the 12 — point — which is ‘‘home.’’ A player may be forced to 
lose part or all of his throw. 


When a player lands on a point — except for home — opposite an enemy piece, the enemy 
piece is sent back to start again. 


The first player to move his three pieces into home wins. If the opponent does not have any 
pieces home, it is a double game. 


ei ee 


GAME NO. 24 — SIXE~ ACE 


TO START: Sixe-Ace is played by two, three, or four players on a Backgammon board. Each 
player uses one table (quarter of the board) and places 6 pieces in that table. Four more pieces are 
placed in the center of the board to form a ‘‘pool.’’ (The colors of the pieces and exactly where 
they are placed in the tables doesn’t matter.) Each player throws two dice and high total plays first. 
lf three or four are playing, play rotates to the left. 


THE PLAY: The player throws the two dice and, taking each die separately, makes the following 
plays: 
With a throw of 

1; Move a piece from the player’s table into the opponent's (on the left if three or four are 

playing) table. 

2: Take a piece from the pool (unless it is empty) and add it to the player’s table. 

3 or 4: Disregarded, 

5: Move a piece from the player’s table into the pool. 


6: Move a piece from the player’s table out of the game. 
When a player throws a double, except for a double two, he throws again. 


When a player has emptied his table, he wins as soon as he throws a 6 on either die. 
If he throws a 2 before he throws a 6, he must take a piece (unless the pool is empty) and continue 
in the game. 


GAME NO. 25 — PACHISI 


TO START: Pachisi is played by two, three, or four players on a cross-shaped board, Each 
player sits facing one edge of the board, He takes four men of the same color and places them 
in the circle to his right. Each player throws two dice and high total plays first. If three or four 
are playing, play rotates to the left. 


THE PLAY: Each player in turn throws the dice. To start a man he must throw a 5 on one. die. 
With a double five, two men may be entered, Men are entered on the yettew space atHre-bettenr 
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the ‘‘home stretch.’’ A man can be moved the total of the two dice. Or two men can be moved, 

one for each die. Or — with a 5 — a man can be entered and the other die used for moving any 

man. A player may at times not be able to use the throw of one or both of the dice. With a throw 

of.a double, the player plays and then throws again. 

BLOCKADES: If two men of the same color Seater the same space, they form a blockade, 4 

No men may pass this blockade, even a man of the same color as the blockade. No more than 
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WINNING: In order -for a man to enter the center Pachisi space, the exact number of spaces needed "' 
must be rolled on the dice. The first player to have all four men reach the Pachisi is the winner. 
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GAME NO. 26 — TIC-FAC-TOE 


Tic-Tac-Toe is played by two players on a board consisting of 9 squares. One player has 5 pieces 
and the other has 4 pieces. The pieces are off the board at the start of the game. The player with 
five pieces plays first. 


Each player, in turn, places one piece on any vacant square. A player wins by getting three 
of his pieces in a straight line, including diagonally. If, (as usually happens) neither player can form 
a line of three pieces, the game is a draw. Alternate the beginning player for each game. 


GAME NO. 27 — NINE HOLES 


Nine holes is played by two players on a board consisting of nine squares. Each player has 3 pieces 
which are off the board at the start of the game. Choose the first player in any convenient manner. 


Each player, in turn, places one piece in any vacant square. If the game is not won when al! 
of the pieces have been entered,each player, in turn, moves oneof his pieces into a vacant square 
that is next to it — including diagonally. 


A player wins by getting his 3 pieces into a straight horizontal or vertical line. Healso wins 
if he gets his 3 pieces onto squares of the same color. (Note that a player wins by getting his pieces 
onto the three green squares, but he does not win if he gets his pieces onto the other diagonal line.) 


GAME NO. 28 —- STEEPLECHASE 


TO START: Steeplechase is played by two, three, or four players. Each chooses the horse of the 
color he wishes. Each player throws the two dice and the player withthe highest total takes position 
#1 at the ‘‘start line,’’ directly in front of the lane closest to the center of the irack. The next 
player to the left takes position #2. And so on. 


THE PLAY: The player in position #1 throws the dice. For each die that matches a horse, that horse 


moves ahead one space in its lane. For example — if a1 — 2 is thrown, horses #1 and #2 each move 
ahead one space. Ifa 5 or a 6 is thrown, the player throwing the dice counts it as the same number 
as his own horse. For example — if player #1 throws a 1 — 5, his own horse moves ahead two spaces. 


The players in turn throw the dice and move the designated horse(s). 


When a horse reaches a hurdle, it must get a double of its number in order to jump across. 
But the player throwing the dice can count a 5 or a 6 as his own horse’s number. 


The first horse to pass the ‘‘finish line’’ is the winner. 
GAME NO. 29 — THE INSIDE LANE 


In this variation, when each player throws the dice he moves only his own horse — as many spaces 
as the difference between the two dice. With a double his horse does not move. 


Horses can change lanes. In moving towards the inside 
lane (center of the track), a horse moves diagonally forward. 
In moving away from the inside lane, a horse moves to the 
adjoining space in the next lane. Fig. 18 shows a horse b> 
moving with a throw of 6 — 1 (5 spaces), 


The Hurdle space takes a count of 2 instead of 1. For 
example, in Fig. 19 the horse shown in the inside lane needs a 
move of at least 3 (6-3, 5-2, or 4-1) in order to pass the Hurdle 
and with a lower move the turn is lost. The outer horse is 
shown passing the Hurdle with a move of 5, 
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GAME NO. 30 — MICHIGAN RUMMY (ANTE RUMMY) 


TO START: Michigan Rummy is played by from three to eight players. A deck of cards and a set of 
chips (neither provided) are used. The chips are divided equally between the players. 


The dealer for the first game is chosen in any convenient manner. After this the turn to deal 
rotates to the left. Before each game each player puts one chip in each money card space (the 10-9 
being considered a single space) and in the ‘‘Ante’’ space. 


Dealer shuffles the deck and deals out one card at a time to each player including the dealer 
and one extra dummy hand. Some hands may be one card larger than others. 


lf the dealer has no money cards in his hand (holding the 10 or 9 of clubs alone is not considered 
having a money card), he may trade his hand for the dummy hand — announcing that the dummy hand is 
not for sale. If the dealer has a money card or cards in his original hand, he must keep it and put the 
dummy hand up for sale to the highest bidder. Only a player with no money cards can bid for the dummy 
hand. The highest bidder pays the bid to the dealer. He discards his original hand and no one may 
look at it. 


THE PLAY: Each player arranges the cards in his hand by suit — with two the lowest card and ace the 
highest. The player to the left of the dealer starts by throwing the lowest card of any suit he chooses 
(even if he has a lower card of another suit). He places the card face up in front of himself, calling 
the rank and suif. 


The player holding the next higher card of that suit, regardless of his playing position, must 
play that card, announcing the rank and suit. All cards are piled in front of the player playing them and cards 
below the top may not be examined by anyone. Play continues until no player holds the next higher 
card of the suit being played. The player who threw the last card chooses a suit of the opposite color 
and leads his lowest card of that suit. 


When consecutive play reaches the ace, the player throwing the ace continues with his lowest 
card in either suit of the opposite color. If the player holds no cards of either suit, play passes to the 
player on the left who must lead with his lowest card in a suit of the color required. 


Players collect chips on a money card when they play that card in the normal sequence of play. 
Players may lead, and collect, a money card if it is their lowest card in that suit and it is the color they 
are required to lead, Note, in order to collect the chips on the 9 & 10 of clubs the player must play 


both cards from his hand. 


The game ends as soon as a player plays out all of his cards. He collects the chips on the 
Ante space and each of the other players play him one chip for eachcard remaining in their hands. 


Chips on money cards that have not been collected remain for the next game, in addition to the 
new chips placed by all the players. 


At the end of a session of play, chips remaining on the board are won by the player who is 
dealt the highest Poker hand, 
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